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GHOST STORIES OF THE STARS 


This is a sample of "The Raven Nebula" An Adaptation 

of Ravenloft to a Spelljammer setting. That work is 
inspired by our Podcast "Wonderful World of Darklords", 
a monthly podcast (available on spotify, apple podcast, 
and most podcatchers) where we convert Disney Movies 
into Ravenloft Domains. For Episode 7 we decided to do 
"Treasure Planet"(2002) and this setting conversion is a 
necessary part of a "Treasure Planet" Ravenloft Domain, 
and the full work includes our write up of that Domain, 


"The Etherium" including a list of pirate world plot hooks. 


https://www.dmsguild.com/product/418215/The- 
Raven-Nebula-12-20?affiliate_id=241770 


Sıx SPELLJAMMER HORROR ADVENTURES 


BASED ON THE MONSTERS OF RAVENLOFT 


1: THE HEADLESS LANCER. 


The set up: 

The PCs either join a new ship or hire a new crew. A 
few days into the voyage, one member of the crew is 
found decapitated. The next day, another headless body 
is discovered. The captain orders the crew to stand watch 
in groups, and the next day another member is attacked 
by a star lancer with a headless rider who appears and 
disappears, seemingly from nowhere. The Ship is being 
stalked by the Headless Lancer, a Dullahan riding a Star 
Lancer (with the Nightmare’s Ethereal Stride ability). 


What’s going on: 

Six of the new crew NPCs were together on a previous 
ship, The Crane, and they performed a rescue and relief 
operation to the site of a battle. On that operation, these 
six NPCs discovered a hidden chest of platinum bars 
worth a fortune. They agreed to return for the treasure 
when the area was cleared of others, then divide it among 
themselves. However, one of these NPCs decided they 
didn’t want to share the fortune. That NPC had also 
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secretly discovered the head of a Star Lance rider and kept 
it as a tool of assassination. That NPC is using the head as 
a necromantic focus to summon the Headless Lancer and 
eliminate the other members of the original crew. 


If the PCs investigate the mysterious deaths they will learn 
that the victims all served on The Crane. Two of the three 
surviving crew are terrified and desperate for help, but 
also afraid to reveal their secret, illegal pact. The third 

is pretending fear and ignorance, but coldly looking for 
chances to murder the other two. And if that murderer 
realizes the PCs are investigating, the PCs will find 
themselves hunted by the Headless Lancer. 


2: Pop PEOPLE. 


The set up: 

Ever since the Santa Mira returned to port, people have 
been acting a little...funny. Friends and loved ones of the 
crew complained of strange behavior at first; a few days 
later, the complaints stopped, and those friends and loved 
ones are calmly and pleasantly going about their business. 
Now the captain of the Santa Mira is saying that they have 
a valuable cargo to sell, and inviting other captains to the 
ship to examine it first hand... 


What's going on: 

The Santa Mira is the current home of a Bodytaker 
Plant. The plant had already replaced the crew with 
Podlings when they arrived back to port, and has since 
replaced most of the crew’s loved ones. The Bodytaker is 
now luring other captains on to the Santa Mira to replace 
them, with the ultimate goal of using every ship in port as 
planting grounds for its seedling fibers, turning the port 
into ground zero for a new generation of Bodytakers 


If the PCs investigate, they may discover senior crew or 
especially captains acting strangely, keeping their ships at 
port and declaring a now soil-filled part of the cargo bay 
off limits except for themselves and their guests. Perhaps 
the loved one or crew of a podling captain complains 

to the PCs, perhaps the podling dies in an accident and 
dissolves into organic goo before the PCs' very eyes. If they 
investigate, they learn the other captains’ strange behavior 
began when they went to bid on a cargo at the Santa Mira, 
staying on that ship for an entire day before returning to 
their own ship and issuing those unusual orders to fill the 
cargo bay with soil and water, then stay away from it. 


3: THE GuLruas SHIP. 


The set up: 

Something is killing whole crews. Ships that travel 
through a certain sector are found drifting with the entire 
crew dead and drained of blood. 


What's going on: 

A Stirgoi has managed to corrupt the Treant in a living 
ship to a living Gulthas Tree. The ship spawns blights 
that act as crew, and the Stirgoi, along with their court of 
Stirges, nest in the branches of the blood-craving Treant. 
This cursed ship descends on the living, feasting and 
bringing victims back to feed to the roots of the Treant. 
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If the PCs investigate, they find scratches distinctive of 
Stirge attacks, as well as scraps of thorn, soil, and leaf that 
indicate blights dragging crew members away. If they 
discover that the vampiric raiders used a living ship, the 
PCs can deduce that the Treant will still need water, and 
there are only a handful of places in the sector where one 
could get water outside of settlements. 


4: SLASHER X. 


The set up: 

The PCs are hired to transport a group of scholars to 

an abandoned lab station that reported a cutting-edge 
development in healing magic, then went dark. They 

find the station ransacked and everyone destroyed, with 

a single frozen body in the lab. The scholars insist on 
taking it back to their own lab to hopefully learn what that 
breakthrough was. 


What’s going on: 

The frozen body is a Relentless Slasher that the original 
researchers had captured and experimented on. The 
Slasher escaped and slaughtered most of the researchers 
before they were able to trap it with a Freezing Sphere. The 
Slasher thaws when moved to the PCs’ ship, and the killing 
begins again... 


5: CARRION 


The set up: 

The PCs are hired to transport an archaeologist to an 
ancient crashed ship on a distant moon. On the surface, 
the archaeologist discovers that most of the crew died 
violently, and finds the fossilized remains of a Carrion 
Stalker. When the archaeologist examines the remains, 
they shatter in a cloud of dust. Returning to the ship, 
everyone sits down to dinner and the archaeologist starts 
complaining of stomach pains. 


What’s going on: 

The fossilized Carrion Stalker still had its egg sac, and 
was a unique variant that had an accelerated life cycle (an 
infected character reduced to 0 hp gestates a new Carrion 
Stalker in 1d4 hours, not weeks). It also has a Giant 
Spider’s Web ability. The Stalker is hunting the members 


of the crew, webbing them up in isolated parts of the ship, 
and using its Larval Burst ability to infect them. If the PCs 
don’t hurry and defeat it, they will have more and more 
Carrion Stalkers to deal with. 


6: Lost Carcosa. 


The set up: 

It all began with the fliers. They appeared pasted all over 
the port one morning, advertising a traveling theater ship 
called “The Stranger” performing a new play called “The 
King in Yellow.” Anticipation built, and when the ship 
arrived several days later, crowds gathered to watch it 
land. The Stranger unfolded into a large tent covered in 
yellow tatters, the Director welcomed the crowd in, and 
the new theater has performed “The King in Yellow” to 
sold-out crowds for weeks now. The past few days, strange 
outbreaks of madness, mob violence, and self-destruction 
have plagued the port, and some say the architecture 

and layout of the port itself seems to be changing into 
something unfamiliar, even alien. 


What’s going on: 

The Director is a Star Spawn, and is using the play to 
plant images within the minds of the audience, images 

of a bleak, dead world within the Far Realms known as 
Carcosa. The minds of the audience then act as incubators, 
slowly reshaping the world around them, transforming 
their world into Carcosa. Killing the Director before that 
transformation is complete is the only way to break the 
link between the worlds and restore reality. 


If the PCs investigate, they will find that the geography 
of the city has changed at the places where the outbreaks 
of violence and madness occurred. At the oldest sites, a 
wall or pillar has become a twisted organic shape. At the 
most recent, whole buildings and streets have changed. 
The common link they will find among the victims of this 
outbreak is that they all visited the Stranger and watched 
the play. As the PCs move toward the theater ship, the 
skies themselves change. Twin moons rise above a newly- 
appeared lake while the cry of banshees fills the air, and 
then they see the black stars... 


THE KING IN YELLOW 


ROBERT W. CHAMBERS 


F. TENNYSON NEELY-: PUBLISHER 
CAICAGO ~ NEW YORK 
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FrvE Horror ADVENTURES BASED ON 
THE MONSTERS OF SPELLJAMMER 


1: THE CURSED STONE. 


The set up: 

“The Yamuna Purple Sapphire’ is one of the most 
infamous jewels in the system, its history marked by a 
string of death, disease, and madness. For some, however, 
that infamy adds to the novelty of owning it. A wealthy 
noble has purchased it as a wedding present for their 
fiance, and the PCs are tasked with the delivery. On the 
way, their ship is troubled by poor sleep, nightmares, and 
psychological distress. 


What’s going on: 

The Sapphire has a curse on it: anyone that spends a 

day within 100 feet of it makes Wisdom saves with 
Disadvantage. The true danger is the Feyr that is 
psychically linked to the Sapphire. This Feyr can detect and 
follow the Sapphire, and uses it as a lure to find prey. This 
creature is the source of the “cursed” history of the gem, 
and it is now stalking the PCs. 


2: THE LIGHTHOUSE. 


The set up: 

“The Smalls” are an asteroid field that floats through an 
unstable gravitational anomaly, and are thus a particularly 
treacherous region to navigate through. A lighthouse 

was built on one of the largest of the asteroids to guide 
Spelljammers safely through. The PCs are tasked with 
delivering supplies to the Lighthouse and its two keepers, 
or perhaps they are forced to take refuge there from a solar 
storm. The keepers are behaving...erratically. They switch 
between aggression, manic glee, and paranoia, drinking 
all the while. 


What's going on: 

The asteroid has been taken over by Gaj. They've allowed 
the Lighthouse keepers to live, on the condition that those 
keepers help the Gaj by deliberately crashing some of the 
passing ships. The keepers’ fear and guilt as well as the 
constant mind-probing by the Gaj (to help select targets 
that won't be missed) is the cause of their irrational and 
erratic behavior. 
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3: THE SURVIVOR. 


The set up: 

“The Obed” is one of the most feared Neogi Nightspider 
ships to prowl the stars, captained by a ruthless Neogi 
Void Hunter. Lately, “The Obed” has been behaving 
strangely. It has dramatically increased the frequency of 
its attacks, and always leaves one survivor in a state of 
terrified catatonia. The PCs find the remains of one of 
those attacked ships and bring the survivor on board. 
Then they begin to suffer terrible nightmares. 


What’s going on: 

The Captain of “The Obed” is a warlock of a great cosmic 
devourer and is preparing a meal. Each Survivor has a 
psychic signal implanted in their mind, a signal that calls 
to a hungry Cosmic Horror. The assumption is that the 
survivors will be brought back to populated worlds for 
treatment, unconsciously leading the Cosmic Horror to 
its next meal. The nightmares are the psychic bleed of the 
implanted signal, and may hold the only clue to avoiding 
this terrible fate. 


4: THE GREAT FEAST. 


The set up: 

Cornucopia Station is a luxurious spa that has invited a 
group of humans and halflings to a free stay to celebrate 

its grand opening. The enigmatic Host and his golem 
employees offer massages, mineral soaks, kelp wraps, and 
all-day, all-you-can-eat buffets. The grand opening is 
going to culminate in a final celebratory event called “The 
Great Feast.” The PCs win a stay, or are delivering supplies 
and offered a free stay. 


What's going on: 

The Host is a Psurlon Ringer, and the spa treatments for 
the guests are to fatten and flavor them. The Great Feast is 
when the group of Psurlon hiding in the undersection of 
the station will harvest and enjoy the fruits of their labor 


5: THE Star DRAGON CLASSIC. 


The set up: 

The PCs are invited to enter a prestigious and long- 
running race through the Star Dragon Shoal Zone, the 
debris field circling a black hole. The race is incredibly 
dangerous, and at least half the ships are usually lost, as 
only the best pilots and crews can navigate the swirling 
rocks, volatile particles, and unpredictable time/space 
distortions of the Zone. However, it offers a fantastic 
purse of prize money and bragging rights respected across 
the Astral Sea. 


What's going on: 

A clutch of Neh-thalggu lie in wait near the outer edge 
of the Shoal Zone, ready to devour the brains of the crew 
that best navigates the Zone. Brains that combine the 
skill, experience, reflexes, and navigational calculation 
needed are a rare delicacy. The ship will be crashed into 
the rocks and the loss of the crew blamed on the dangers 
of the Zone. 


OTHER WORKS: 


This setting write-up is based on Episode 7 and 

Bonus Episode 3 of our podcast "Wonderful World of 
Darklords." It's a monthly podcast where we adapt a 
Disney movie into a Ravenloft Domain of Dread. You 
can find it at 


https://redcircle.com/shows/the-wonderful- 
world-of-darklords 


For more "adapted media into horror gaming." I’ve 
adapted John Carpenter's 1980 nautical horror film “The 
Fog” for three adventure settings. Something in the Fog 
is setting neutral, Fog Over Saltmarsh for Ghosts of 
Saltmarsh and Fog over Barovia for Curse of Strahd. 


https://www.dmsguild.com/product/387249/Something- 
in-the-Fog?affiliate_id=241770 


https://www.dmsguild.com/product/359994/Fog-over- 
Saltmarsh?view_as_pub=1 


https://www.dmsguild.com/product/359997/Fog-Over- 
Barovia?view_as_pub=1 


Speaking of John Carpenter, I also adapted the original 
1978 "Halloween" for two settings. "You Can't Kill the 
Boogeyman’ is setting neutral and "Barovian Boogeyman" 
is for Curse of Strahd. 


https://www.dmsguild.com/product/385363/You-Cant- 
Kill-the-Boogeyman/?affiliate_id=241770 


https://www.dmsguild.com/product/385365/Barovian- 
Boogeyman/?affiliate_id=241770 


A final note on John Carpenter, I also adapted "Prince 
of Darkness" (1987) for two settings. Setting Neutral 

("You Will Not Be Saved" and Strixhaven ("Prince of 

Annihilation." 


https://www.dmsguild.com/product/409219/You-Will- 
Not-Be-Saved?affiliate_id=241770 


https://www.dmsguild.com/product/409215/Prince-of- 
Annihilation?affiliate_id=241770 


Just to prove I don't only do John Carpenter, I adapted 
the classic story "Legend of Sleepy Hollow" into two 
adventures. Setting Neutral ("Sleepy Hollow") and Curse 
of Strahd ("Headless Horseman of Barovia"). 


https://www.dmsguild.com/product/411750/Sleepy- 
Hollow?affiliate_id=241770 


https://www.dmsguild.com/product/410729/The- 
Headless-Horseman-of-Barovia?affiliate_id=241770 


If you're the kind of person running spooky adventures, 
and you know kids, there’s a good chance youre in the 
market for Halloween and spooky stuff that’s kid friendly. 


I'd like to pitch Rachel’s amazing Halloween Mother 
Goose book. 


https://www.amazon.com/Mother-Ghost-Nursery- 
Rhymes-Monsters/dp/1585363928/ 


For more D and D specific spooky kids stuff, Rachel and I 
wrote a guide to children’s horror games. We go through 
each of the “Genres of Horror” from Van Richten’s Guide 
to Ravenloft and discuss how to adapt them for young 
players. We look at examples of each genre from books, 
shows, or movies of children’s horror, and then discuss 
adapting a couple famous children’s horror stories into D 
and D adventures. This is going to very useful for running 
any of these Disney Ravenloft adventures for kids. 


https://www.dmsguild.com/product/369751/Ravenloft- 
Gives-Me-Goosebumps-Genres-of-Horror 


On the topic of kid’s horror, I did a guide to running a 
more young player friendly version of Curse of Strahd 
with guidelines on horror-themed games for young players 
(ages 8-12) called “Strahd gives me Goosebumps.” It can 
be useful for running with adults if you have some players 
who are not comfortable with all the child murder. 


https:// www.dmsguild.com/product/348639/Strahd- 
Gives-Me-Goosebumps?view_as_pub=1 


Speaking of Curse of Strahd I've also got a re-write of 
Death House for Curse of Strahd on the DMs guild. 

It’s made to be a better introduction for new players. 

It’s a totally new, tighter, less lethal ghost story (the 
chambermaid is the stepmother is the murderer is the 
boss ghost, no cult, no dungeon) with ghost PC rules and 
resurrection at the end. 


https:// www.dmsguild.com/product/311769/Another- 
Death-Another-House 


Happy Gaming! 
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